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CHANGE LOG 
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 Added Change Log 

 Changed Title Page Cover Art to Show the A/W/A Team’s Hardware 

 Renamed A/W/A Development Notes Section to A/W/A Game Write-Ups 
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o EMU Track Meet Database 
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ANSCHUETZ/WEISGERBER/ANSCHUETZ 

EARLY DAYS 

The beginning of the Anschuetz/Weisgerber/Anschuetz (AWA) team’s obsession with the Atari 8-Bit 

Computer system began on Christmas Day, 1981, when Eric and Robert Anschuetz received an Atari 400 

for Christmas along with a 410 Cassette Recorder for data storage and a BASIC Programming Language 

Cartridge.  The Atari 400 computer hooked up to their small 13” Color TV in their bedroom.   The Atari 

400 came with a user’s manual and a BASIC programming guide.   Shortly after they got their computer, 

they upgraded it from the standard 16K memory to 48K.   Now they had a real computer!   Along with 

the Atari 400, they soon purchased the games Star Raiders, Missile Command, Ghost Hunter (a Pac-Man 

clone), and Galactic Chase (a Galaxian clone).  Eric and Robert also obtained an Atari Programmer’s 

Manual that unlocked some of the secrets of the computer and provided several programming 

examples.   This manual was thoroughly read and referenced often over the years. 

Since Eric and Robert weren’t experienced at typing, the very Christmas Day that they received the 

computer they had their Dad type in a BASIC program called “Shoot” from the September 1981 issue of 

COMPUTE! Magazine.   “Shoot” was similar to Air-Sea Battle on the Atari 2600 VCS, and was actually a 

machine-language program that used a BASIC listing to call the machine language routines.  This BASIC 

language listing for “Shoot” opened their eyes to the world of programming and the tricks necessary on 

the Atari for displaying colorful images, making sounds, and making things move with a joystick. 

Eric and Robert’s best friend, John Weisgerber, shared their passion for video games and their curiosity 

to find out how to write programs for their computer.  John paid almost daily visits to their house to play 

games and type in programs written in BASIC from magazines.   Each program they typed in was another 

learning experience.  There were three primary magazines that catered to the Atari 8Bit (400 and 800) 

computers:  A.N.A.L.O.G., ANTIC, and COMPUTE!.  Two other magazines, SoftSide and Creative 

Computing, mostly covered the Apple II, but occasionally published Atari-related articles and type-in 

games. 

Eric, Robert, and John spent the summers in Ypsilanti, Michigan taking long walks and riding their bikes.  

They often walked 10 miles or so each way to Briarwood Mall in Ann Arbor, although more often they 

would bike there.  They so looked forward to receiving the latest issue of A.N.A.L.O.G, Antic, and 

COMPUTE!, that they knew the exact date that the magazines would arrive at the B. Dalton book store 

in Briarwood Mall and often timed their bike rides and walks to arrive on the same days that the 

magazines did.  On more than one occasion, they had to ask the store manager to check in the back of 

the store for the day’s arrival of magazines and got the latest issue straight out of the box. 

It didn’t take long until the A/W/A Team started writing their own games.  The first game that any of 

them wrote was a game called “Phoenix” written by Robert.   Phoenix was semi-playable and was, of 

course, modeled after the arcade game Phoenix.   Probably the first fully playable game was a two-

player game that took place in a pyramid called Ramses’ Revenge.  The A/W/A Team spent many late 
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nights drawing game characters and background graphics on graph paper, and then encoding them 

within numerical values that represented the 1’s and 0’s that comprised the bitmap of the characters.   

Ramses’ Revenge was especially noteworthy in that Robert, Eric, and John discovered how to program 

and use a redefined character set the same day that they programmed the game.  They studied code 

from other programs in the Atari magazines and within a day had learned the concept of redefining 

character sets and developed a complete game using the technique! 

Another early game that the A/W/A Team worked on was a racing game based on the Atari arcade game 

Night Driver.   This game was called “Detroit Grand Prix,” because the driving course in the game was an 

actual representation of the Detroit Grand Prix race course, which was held on the streets near the 

Detroit riverfront around the Renaissance Center.  The A/W/A Team took a map of the Detroit Grand 

Prix track, and encoded it in such a way that it would be represented within the game.   The visuals for 

the game placed a static nose of a race car at the bottom of the screen.   On the nose of the car, the #14 

and the word “Foyt” was written upside down, as it would be seen from the driver’s perspective.  This 

was accomplished using a unique character mode of the Atari that flipped text upside down.  The car 

navigated through pylons that came toward the driver, and the object was to remain in the middle of 

the pylons without crashing into them.  

Still another game the A/W/A Team wrote was a game patterned after Midway’s Space Encounters.   

This game took place in a trench similar to the death star trench scene in Star Wars.   The sides of the 

trench rotated through colors, giving the illusion that your ship was moving forward.   The A/W/A Team 

programmed the ship to move around in accordance with the joystick movement, but development 

stopped at that point due to reaching some sort of technical limitation of their Atari programming 

knowledge.  They never got the enemy ships programmed and ended development of the game. 

These early games were developed using the Atari 410 cassette recorder as a backup device since the 

A/W/A Team didn’t yet own a disk drive.   The 410 was very unreliable, and it was only a 50/50 

proposition whether the saved data could be re-loaded the next day.  For every two steps forward in 

development, it seemed like there was always a step backwards with lost data.  Unfortunately, because 

of the unreliability of the Atari 410 cassette recorder, some of these games including Detroit Grand Prix 

and the Space Encounters game, were lost to nothing but memory.   Robert and Eric bought a 

degaussing wand that they plugged in and waved in front of the read/write heads of the cassette 

recorder.    Presumably, this made the read/write functions of the cassette recorder a little bit more 

reliable, but not by much.  Eric and Robert didn’t have a printer in those days to even print out the 

“listing” of the game as a backup in case the cassette recorder failed.   

Because of the very limited RAM available, the A/W/A Team was very conscious of memory saving 

techniques.  Their modified Atari 400 had 48K of RAM, but most games needed to be written for 16K so 

that publishers could be assured that every Atari owner could run the games.  They found out that every 

time a number was referenced, it took six bytes to store the floating-point version of the number, even 

if it was an integer, like 0!  However, Atari BASIC used a clever way of tokenizing source code so that the 

first time a variable was used, it took something like six bytes, but every time it was referenced after 

that only took a byte or two.  Because of this, many Atari BASIC programs had code at the beginning like 
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ZERO = 0 and then used references to the variable ZERO throughout the code rather than using the six 

byte “0” in order to save code.  In order to give lasting tribute to themselves and friends, they would 

almost always use their initials as variables in the BASIC code (e.g. EA = 1, RA = 0, and JW = 100).  It was 

a nice tribute, but it led to very unreadable code!  In addition, comment statements (REM in BASIC), 

would take a byte for each character in the comment.  They couldn’t afford any extra memory, so the 

comments were the first to go.  Again, this made their code very difficult to read.  They would almost 

always make these changes at the very end of coding so that it was not so difficult to read as they were 

developing, but the finished product may just as well have been encrypted! 

PUBLISHED GAMES 

Those early games like Phoenix, Ramses’ Revenge, Detroit Grand Prix, and Space Encounters were a 

great learning experience for developing even better games.   At the same time, more and more 

information about the secrets of Atari Player/Missile Graphics, Display Lists, Redefined Character Sets, 

Hidden Graphics Modes, Assembly Routines, Sound Effects, and Horizontal/Vertical Scrolling were being 

documented in the Atari magazines.    Combining their experience with the new-found secrets of 

programming led the A/W/A Team to pursue writing BASIC games that were worthy of publication in 

one of the Atari-based magazines. 

The A/W/A Team worked late hours in Robert and Eric’s bedroom.   Most of the productivity occurred in 

the summer when they were out of school and could spend lots of times designing and playing games.  

They worked well as a team and never argued over game development ideas.   They took turns at the 

keyboard, and while one person was typing in the code, the others were writing code out on paper or 

designing graphics on graph paper.  The A/W/A Team didn’t have a printer at that time, so all source 

code was typed directly into the ATARI BASIC editor directly from notes scratched out on paper.   They 

learned to back-up their BASIC programs on cassette often, but often not enough to prevent losing lots 

of work. 

Taking all of the information that they had learned, the A/W/A Team started writing games like Kooky 

Klimber, Night Rescue, and Kooky’s Quest.  These games are covered in detail below.   The A/W/A Team 

added a standardized 3-line title screen centered on the screen to all of their programs.   The title screen 

mixed text modes and each line had text of a different size and color, contrasted typically against a black 

background.  The standardized A/W/A game title was listed using large text on the first line, the second 

line was a status line (typically either “Initializing” or “Press START to Begin”), and the third line proudly 

displayed the name that the team went by “Anschuetz/Weisgerber/Anschuetz.”    After showing the first 

game that implemented this title screen to Robert and Eric’s Dad, who was an English Major and 

professional editor and copywriter, their Dad said “’Initializing’ is not a word!”   

Kooky Klimber was the first game that the A/W/A submitted to a magazine, and it was purchased by 

COMPUTE! magazine for $400.   Shortly after that, Night Rescue was written and sold to COMPUTE! for 

another $400.  Unfortunately, both of these games were never published.   Kooky’s Quest, Overflow, 
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and Robot Dungeon were sold to Antic magazine for slightly less money ($200-$300), and they were 

ultimately published in 1985. 

About a year or two after Robert and Eric got their Atari 400, John Weisgerber worked on his parents 

and got an Atari 400 as well.   With some of the earnings from selling games to magazines, Robert and 

Eric later upgraded to an Atari 800XL with built-in BASIC and a full-keyboard.   Along with the Atari 

800XL, they also bought an Atari 1050 Disk Drive, a color Okimate 10 printer, an MPP 1000C 300-baud 

modem, and a small 4-color miniature plotter known as the Atari 1020.  At this point, since John had his 

own computer, the A/W/A Team’s game-writing turned a little more individualized instead of in group 

sessions.  John primarily wrote Space Assailants and completely wrote Overflow using his own Atari 400, 

Eric authored Kooky Diver and Yahtzee, and Robert and Eric primarily wrote Piracy II.   Robert and Eric 

also wrote a fairly sophisticated database program for use by the Eastern Michigan University Athletic 

Director, Gene Smith, who went on to become the A.D. at Ohio State University.   

PHREAKS AND PIRATES 

When the A/W/A Team started at Eastern Michigan University in the fall of 1983, they met some 

classmates who also owned Atari computers.  These new friends had hundreds of pirated Atari games 

on disks.   At the time, Eric and Robert only had a cassette player, so their new college friends had to use 

a program to convert the disk games to cassette games.  Most of them worked, but it was inconvenient 

for the friend and for Eric and Robert.  Eric and Robert quickly decided to invest the $500 it cost to 

purchase an Atari 1050 floppy disk drive that held 92K bytes of storage on each side of a 5-¼ inch floppy 

disk.   The floppy disks at that time only provided storage on the front side of the disk.  To use the back 

side of a floppy, computer users had to punch a notch on the left side of the disk to remove the write-

protection.   Then the disk could be used on both sides, but even so it had to be manually flipped over to 

use the back side as storage.  After Eric and Robert bought their Atari 1050 disk drive, it was a simple 

matter of them bringing a handful of blank floppy disks to their friends living in the EMU dorm rooms 

and coming home with all of the latest game releases.   

At about the same time, Atari Bulletin Board Services (BBS’s) opened for business and proliferated.  

These BBS’s were like early web-sites prior to the wide-spread use of the Internet, complete with chat 

rooms, news, information, and file sharing.   BBS’s were accessed through a dial-up phone line, and had 

a public-facing area where all of the free information and chat rooms were accessed.  Most BBS’s also 

had a private password-protected area where pirated games could be accessed and downloaded.  All it 

took was a little trust to be developed with the BBS system operator (sys-op) and you could normally get 

a password into the BBS’s protected area and download even more games. 

So in order to access these BBS’s, Eric and Robert bought a 3rd party MPP 300 baud modem.  The 

modem was blue and plugged into a joystick port, which on the Atari computer could be programmed as 

general I/O ports and provided the analog to digital conversion needed for the modem to work.   This 

modem was used in conjunction with special Atari software that allowed the Atari to connect to the 

Eastern Michigan University mainframe and BBS’s.  Eric and Robert were not only able to download 
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hundreds of games, but they were some of only a handful of students who could actually program the 

DEC 10 and DEC 20 mainframe computers from the comfort of their own home. 

One of the great Michigan bulletin board services was called the Country Peddler and was based in 

Whitmore Lake, Michigan.  In those days, Whitmore Lake was a long-distance toll phone call from 

Ypsilanti.   The Country Peddler was generous to its subscribers and put a relay phone in Ann Arbor, 

which essentially was a centralized phone hub for neighboring communities.   Ann Arbor was a local 

phone call from Ypsilanti, and calling the Ann Arbor number forwarded the phone to the Whitmore Lake 

number.  However, there were also many other great bulletin boards all over the country, and it would 

be too expensive to call them long distance and tie up the phone for hours downloading games. 

So the next thing the A/W/A Team explored was phone phreaking.   Phreaking was a way to make long 

distance calls for free.   One way was to use a tone-generation program that could hijack a phone line 

and allow you to make free calls.  There was a listing in one of the Atari computer magazines that 

provided touch-tone dial tones, including some tones not accessible on a normal phone that could 

presumably produce tones needed to call long distance for free.   The A/W/A Team typed in the 

program, recorded the tones using a portable tape recorder, then went to a pay phone on Cross Street 

and attempted to play the tones necessary to get a free call.  This was too complicated and required 

going to a pay phone which was nowhere near their Atari Computer, so this wasn’t practical.  The 

practical solution was to get free hacked long-distance codes from a bulletin board service.    The way 

this worked was that you would call a free 800-number and then you would enter the long-distance 

code using a touch tone phone.    

The problem was that Eric and Robert didn’t have a touch tone phone.   So they used the Atari program 

to make the touch-tone noises needed for the long distance codes to be entered by putting the phone 

next to the TV’s speakers.   This way, the A/W/A Team was able to access BBS’s around the country 

through a free long distance phone call.   Typically, after using the codes for a day or two they would 

stop working, but additional new codes were always available on the BBS’s.  Amazingly, these codes 

were only four digits long and in many cases sequential, so even without the codes being published on 

BBS systems, they could rather easily be guessed using trial and error.  The ethical justification was that 

nobody (but the phone company) would be harmed by making these calls because once the owner of 

the code received a huge phone bill, they would easily be able to explain that they couldn’t possibly 

have made all of those phone calls and were ultimately not billed. 

GAME OVER 

The A/W/A Team broke up when Eric and Robert moved to Florida in 1987.   By that time, the world had 

moved onto PC’s and Macs, and nobody really programmed for the Atari 8-Bit machines anyway.  Eric 

wrote one last game, Soko-Ban, in 1988.   After that, the Atari 400, Atari 800XL, the printers, the 

modems, the peripherals, the disks, and cassettes went into the closet and attic, rarely to be used again.     

In about 1990, a device called SIO2PC interface came out that allowed that Atari to connect to a PC.   

This was handy because all of the floppy disk games could be copied onto a hard-drive on the PC and 
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persevered.  Around that same time, several Atari 8-Bit emulators started to become available to allow 

playing Atari 8-Bit games on a PC, and almost all Atari commercial games were distributed on USENET 

COMP.SYS.ATARI.8BIT servers.   Using SIO2PC, The A/W/A Team backed up most of their BASIC game 

onto “virtual” floppy disks that could be used by the emulators.   After the games were copied to a PC 

and emulators could run them, there really wasn’t a need to pull the original computers out of the 

closet and attic.   

LASTING LEGACY 

The A/W/A Team is credited on the list of “Giant List of Classic Video Game Programmers” 

http://dadgum.com/giantlist), which documents most of the classic era (1980’s) of videogame 

programmers.  The articles and BASIC code for the three Antic-published A/W/A games (Kooky’s Quest, 

Overflow, and Robot Dungeon) can be searched for on the Internet, and will always be available for 

download.   However, there were several other great games written by the A/W/A Team that should be 

documented somewhere, so this document is the place to do it.   That includes the two games sold to 

COMPUTE! (Kooky Klimber and Night Rescue), plus several others that were never published.    

Unfortunately, there were several other games on cassettes and floppy disks that were written by the 

A/W/A Team that weren’t backed up and are probably are lost forever, including the phoenix game, the 

pyramid game, the racing game, the space game, and EMU Athletic Department database program.    

The good news is that many of the games are documented here and are still playable through 

emulation.  All of the games have now been released and posted to the Atari 8-bit games repository 

http://www.atarimania.com.  Links to each of the specific games for download have been provided 

below in the section discussing each game.   On August 4, 2017, the A/W/A Team was asked to 

participate in an interview for the Antic Atari Podcast with Kevin Savetz.   The audio for the podcast 

interview is at this link: http://ataripodcast.libsyn.com/antic-interview-297-robert-anschuetz-eric-

anschuetz-john-weisgberber-antic-magazine-games.   The YouTube video for this podcast interview is at 

this link: https://www.youtube.com/watch?v=c_nHGAf3mFs. 

http://dadgum.com/giantlist
http://www.atarimania.com/
http://ataripodcast.libsyn.com/antic-interview-297-robert-anschuetz-eric-anschuetz-john-weisgberber-antic-magazine-games
http://ataripodcast.libsyn.com/antic-interview-297-robert-anschuetz-eric-anschuetz-john-weisgberber-antic-magazine-games
https://www.youtube.com/watch?v=c_nHGAf3mFs
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On September 2, 2018, Robert and Eric played each and every one of the games that they had written 

and recorded their reactions to the games and their recollections making them.   The YouTube video for 

this podcast interview is at this link: https://www.youtube.com/watch?v=5eUiVThvdlg. 

   

 

https://www.youtube.com/watch?v=5eUiVThvdlg
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A/W/A BASIC GAMES 

 

  



9 
 

ANSCHUETZ HIGH SCORE / GAME LISTER (1985) 

http://www.atarimania.com/utility-atari-400-800-xl-xe-high-scores_31444.html 

 

 

  

Game Play 

http://www.atarimania.com/utility-atari-400-800-xl-xe-high-scores_31444.html
http://www.atarimania.com/utility-atari-400-800-xl-xe-high-scores_31444.html


10 
 

This high-score database program was created to keep track of the A/W/A Team’s game disks (called 

Treasure Chests, numbered from 1-76) and their high scores.    The program allows the user to retrieve a 

specific game’s high-score, view a listing of all of the games, add a new game to the list, edit an 

individual high-score, and view a list of the contents of the Treasure Chest game disks.  The option to 

show a listing of the high-scores includes an option to alphabetize the list. 

Recollections 

Microsoft Access and Excel didn’t exist in the 1980’s, so the A/W/A Team wrote their own database 

program and accompanying file format to keep track of all of their game disks and high-score data.  The 

program is relatively straight-forward and is mostly disk read/write routines to store the data.   The 

routine to alphabetize the game list is actually an assembly language sort routine.   The A/W/A Team 

found this sort routine in a magazine listing and used it in the program.  The methods used in writing 

database information to the disk drive was used as a foundation for the EMU Athletic Director’s 

database program.   Eric and Robert encouraged all of their friends and relatives to have at least one 

entry in the high-score database.  They would often find an obscure game and then encourage a friend 

to play it to be immortalized in the high-score database.  Prophetically, 35 years later, these same initials 

can be found throughout the high-score listings, many of which the A/W/A Team is now unable to 

remember who they belonged to! 
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ALIEN ASSAULT (1983) 

http://www.atarimania.com/game-atari-400-800-xl-xe-alien-assault_31443.html 

 

  

Game Play 

Alien Assault is clearly influenced by Atari Missile Command.  The object of the game is similar - missiles 

rain down from space onto satellites that must be protected by a laser fired by a central base.  You start 

the game with 35 protective lasers, as indicated by the “Energy” counter at the bottom of the screen. 

The "Destroyed" counter shows how many of the satellites have been destroyed.  Unlike Missile 

Command, only one missile comes down at a time, but the screen can be scrolled “West” and “East” 

(left and right) to observe the missile and shoot it down.    When you shoot down all of the missiles in a 

set, another set appears with a different colored background, which is another homage to Missile 

Command.  Once all of the bases are destroyed or you run out of energy, your game ends.   

The following description of the gameplay was written by the A/W/A Team to be submitted to a 

computer magazine along with the game. 

http://www.atarimania.com/game-atari-400-800-xl-xe-alien-assault_31443.html
http://www.atarimania.com/game-atari-400-800-xl-xe-alien-assault_31443.html
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You have been stationed on the moon in the year 2136.  The reason?  To protect 

solar collectors from possible destruction.  You will do your protecting from 

within a super-advanced, armed battle tank.  The tank is made of a very strong 

alloy that cannot be destroyed.  Think you are up to the task? 

The moon was discovered to have a vast resource of area available that is ideal 

for the positioning of solar collectors.  These collectors provide much of the 

earth’s energy and are mandatory for the survival of humanity.  Your mission: 

protect the moon, and more specifically, the solar collectors from the ongoing 

ALIEN ASSAULT.  

You begin your mission in the eeriness of night.  Intelligent radar indicates that 

you will have to continue your frenzious attack on the alien bombs on through 

the spectacular lunar sunrise, onto midday, through the next sunset, and onto 

another day.  Before you begin your mission, you received a supply of 50 units of 

energy.  As you shoot at the alien bombs with your lasers, however, your supply 

of energy will rapidly begin to decrease at the rate of one unit per each laser 

fired. 

Earth intelligence has revealed that on the first series of attacks, the aliens will 

send out ten missiles aimed to destroy ten of the solar collectors.  During each 

successive onslaught, five additional missiles will be sent until the maximum 

total of 40 is reached.  In addition to more enemy bombs to worry about, on 

every other wave of bombings, the amount of solar collectors that the aliens 

have to destroy is decremented by one.   This is due to the fact that the solar 

technicians are too busy fleeing back to earth to have time to make the 

necessary repairs.  Malfunctions do happen occasionally even in this advanced 

age. 

As each alien missile is launched by the alien armada toward the solar collectors, 

the indicator in the lower middle of the display will indicate whether the missile 

is in the west (left) or to the east (right) of your tank.  To shoot a laser at one of 

the alien missiles, position your crosshairs on top of the missile and press the fire 

button.  A laser will be sent from your tank toward the spot in space directly in 

line with where the crosshairs are aimed. 

If you manage to line the crosshairs directly on top of the alien missile, the 

missile will be destroyed.  The number of missiles remaining to be sent will be 

decremented by one.  If you should miss the missile, one of two things may 

happen.  First, the missile may hit a solar collector.  If this should happen more 

than the amount of times allowable for each ambush, your game will be over.   

Second, the missile may crash harmlessly on the surface of the moon, in which 

case nothing happens.  At the end of each set of ambushes, the color of the 
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background will change to indicate the rising of setting of the sun.  Every few 

sets, the missiles will speed a bit in their descent. 

ALIEN ASSAULT is a difficult game which requires manual dexterity as well as a 

strategy.  Here are some hints.  Always keep an eye on the indicator in the 

middle of the screen.  This will tell you which direction to begin moving in.  

Always begin moving immediately.  This will help you get to the enemy faster. 

Keep a mental note of where you are in relationship to the entire playing field.  If 

you find you cannot travel any more in the direction in which you wish, you have 

reached the outside boundaries and should change directions immediately.  As 

you become more advanced in ALIEN ASSAULT, you will have a feel for when you 

have begun to travel too far in a particular direction.  Sacrifice a solar collector if 

you feel you are drifting a long way away from the center of the playfield.  This 

may mean many collectors saved in the long run. 

Keep an eye out for the energy remaining.  This means take carefully placed 

shots instead of machine-gun style.  If you do shoot machine-gun style, you will 

find that your energy supply will quickly run out and you will be forced to watch 

helplessly as your last remaining solar collectors are destroyed. 

Also watch the number of collectors destroyed in the lower right-hand corner of 

the screen.  Always compare this to the number of collectors that are permitted 

to be destroyed in the particular ambush.  Remember, this number starts at ten 

and is decreased by one on every other wave. 

One final suggestion is to always keep your crosshairs positioned near the 

bottom.   This will give you that all-important last shot.  This may prove to be the 

difference in lasting another ambush or not. 

Recollections 

Alien Assault was one of the early A/W/A games written before the team had a disk drive.   How do we 

know that?  Because the code overwrites the area of the disk drive handler, and therefore doesn’t work 

if you run it off the disk!   It wasn’t until 2017 that Eric Anschuetz discovered this major flaw, and re-

wrote the BASIC code so that it runs in a protected area of memory and can now run on disk some 30 

years later!   The BASIC code listings show both the original code (circa 1983) and the updated code 

(2017). 

The missile coming down from the screen is a Player/Missile graphic, as is the target indicator controlled 

by the joystick.   The laser that is fired at the satellite is another Player/Missile graphic.  This game 

makes use of parallax scrolling, which means that the satellites in the foreground scroll at a faster rate 

than the mountains in the background.  This mirrors the effect in Williams Moon Patrol, and may have 

influenced the game a bit.  
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More information about the technical aspects of this game can be read in the original accompanying 

article sent to computer magazines, A/W/A Game Write-Ups section of this document. 
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EMU TRACK MEET DATABASE (1987) 

http://www.atarimania.com/utility-atari-400-800-xl-xe-emu-track-meet-database_31477.html 

 

 

 

http://www.atarimania.com/utility-atari-400-800-xl-xe-emu-track-meet-database_31477.html
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Game Play 

This program was written to keep track of various administrative data for the EMU Athletic Department.   

The software was composed of a main program that launched 6 other programs based on user input.   

The user could manipulate data based on the following items, each corresponding to a different 

program: 1. Start New Track Meet, 2. Event Data, 3. Affiliation Data, 4. Participant Data, 5. Creating 

Heats, and 6. Results. 

Recollections 

The A/W/A Team was introduced to Mr. Smith by their friend Scott Parks, whose dad was the Men’s 

track and cross-country coach at EMU.   Mr. Smith had knowledge of a very expensive database program 

tailored for Athletic Directors, and wondered if EMU students could replicate the program.   The A/W/A 

Team met with the A.D. and interviewed him about the functionality required of the program.  The 

A/W/A Team quickly developed a prototype implementing some of the functionality and showed it to 

the A.D.   However, it really wasn’t a polished program and ran exclusively on the Atari computer 

instead of on the EMU mainframe computer.   Interest died after that, and the program was never 

completed or delivered.  
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KOOKY DIVER (1986) 

http://www.atarimania.com/game-atari-400-800-xl-xe-kooky-diver_31438.html 

 

  

Game Play 

The object of Kooky Diver is to swim from your boat to the ocean floor, retrieve treasures from a giant 

clam, and swim back to return it to your boat.  All the while, you must avoid a school of fish, a shark, and 

the closing clamshell.   You only have three divers to complete your mission.  While not moving, you are 

constantly descending at a slow rate toward the ocean floor.  You can use your joystick to move in any 

direction to move and avoid the shark and fish.   If you are hit by a shark or run over by the school of 

fish, you die immediately and precede head-first toward death and Davy Jones’ Locker.  When you reach 

the clam, you must wait until it opens up before you can retrieve the treasure.  The treasures change 

each time you collect one.  The first treasure is a pearl, the second one is a trophy cup, and so on.  The 

opening and closing of the clam is random, so you must tread water waiting for it to open, all while your 

oxygen is running out.   Once the clam is open, the diver must swim to the treasure, press the fire 

button to retrieve the treasure, then quickly make it back to the boat before the oxygen level reaches 

zero.   The oxygen runs out much faster when you are weighted down by the treasure.  Once you return 

the treasure, your mission starts over and you must retrieve the next treasure until all three of your 

http://www.atarimania.com/game-atari-400-800-xl-xe-kooky-diver_31438.html
http://www.atarimania.com/game-atari-400-800-xl-xe-kooky-diver_31438.html
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divers have died.  You can place the treasures on the coral reefs to each side as a way to not run out of 

oxygen.  Some of the larger items require this “rest stop” in order to bring the item to the surface.  If 

your oxygen is less than 50 percent when you reach the surface, it will be restored to 100 percent. 

The following description of the gameplay was written by the A/W/A Team to be submitted to a 

computer magazine along with the game. 

Yes, he’s back and he’s kookier than ever.  But this time, instead of climbing 

another building, Kooky has taken the opposite extreme and has begun a search 

for lost treasure.  On his dives, he will encounter black pearls, treasure chests, 

pistols, vases, steering wheels, and many other treasures.  But what Kooky 

doesn’t know as he begins his expedition is that not only are there a dangerous 

shark and a school of man-eating piranha to block his path, but that a giant 

clam has swallowed all of the treasure!  You, as Kooky, will have to dive for the 

various treasures and attempt to bring them up to the salvage boat.  To move 

Kooky in any particular direction, just move the joystick in the corresponding 

direction.  To tread water, push the joystick in any of the diagonal directions.  

You must time it just right so that the clam’s mouth is open when you touch the 

treasure in order to have a chance to make a successful salvage.  If the mouth is 

open and you are touching the treasure, merely press the fire button on the 

joystick and you will have picked up the treasure.  Of course, if you touch any 

part of the clam when its mouth is closed, you will lose a life.  After you have a 

treasure in your possession, you will use up your limited supply of oxygen rather 

quickly.  Luckily, there are three coral reefs for you to deposit your treasure on 

while surfacing for more oxygen.  Provided that your current oxygen level is 

below 50 units, you will completely fill your tanks every time you bring your head 

out of water.  To drop off a treasure on any reef, all you must do is make sure 

that Kooky is only touching the yellow portion of the reef.  At this point, the 

treasure will automatically be set there with no further actions required.  To pick 

up a treasure again, simply press the fire button while touching the treasure as 

before.  Of course, any collision with the piranha or the shark will cause instant 

death and send Kooky plummeting toward the ocean floor.  After three deaths, 

your game will end and the high score will be shown.  At this point, you can press 

the “START” button on the computer to start a new game with three new divers.  

You may end up doing this quite a few times at first because after all, nobody 

ever said that diving was easy! 

The ultimate goal of the game, however, is to deposit your treasure in the boat 

that is moving across the top of the screen.  To do this, just touch the boat and 

your treasure will appear inside.  At this point, a new treasure will appear inside 

the clam, and you can now try to get this treasure to the boat.   

Recollections 
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Kooky Diver was primarily written by Eric Anschuetz.  The game is really unique and not patterned after 

any commercial arcade or home game.   The top row with the waves and the boat implement a rough 

scroll technique.   The diver, fish, shark, and pearl are obvious uses of the four Player/Missile graphics 

allocated on the Atari 8-bit computer.   The coral reefs, the waves, the boat, and the clam shell are 

implemented using redefined characters. 

A technique that is used in this game and many other A/W/A games is the background sound effect, 

since games are much more boring without them.   Since the games were written in BASIC, there really 

wasn’t time to play a real melody during the display list interrupts.   So the A/W/A Team used a 

technique where an assonant tone is produced through the Pokey sound chip and it sounds as if it is a 

wavering tone.   It’s kind of annoying after a while, but it is much better than silence and could be 

accomplished with one line of code!  There was a lot of experimentation with the various parameters of 

the BASIC SOUND command to get a semi-pleasant-sounding background tone that sounded right. 

This game is really polished and doesn’t have any glitches or bugs present as in some of the other games 

due to the fact that this game doesn’t really push the envelope of what can be done with Atari BASIC.  

The game initializes really quickly and it doesn’t take long to start a new game at the end of a game.   

A really good professional feature of this game is that at the end of the game, everything doesn’t just 

freeze on the screen or go back to the start menu.   After the game is over, the fish and shark keep 

swimming, and the bottom display toggles between the score of the last game and the high score / 

restart prompt.   This implementation of an “attract mode” was something almost non-existent in type-

in home games. 

This game was programmed in one long day after Eric dreamed of the game the night before.  The 

concept art that Eric drew the morning after his dream looks nearly identical to the finished game.  The 

game was quickly coded from there.  From concept to game in 24 hours was pretty amazing for a 20-

year-old!     
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Eric used his first display list interrupt in this game – an advanced technique that allowed some code to 

be written in the brief time that the TV finished scanning one line and then waited to scan the next line 

(all at 60 hertz).  The DLI was used to change the color of the score line at the bottom to green, thus 

using an additional color not normally available in the Atari’s four-color display palate. 

More information about the technical aspects of this game can be read in the original accompanying 

article sent to computer magazines, A/W/A Game Write-Ups section of this document. 
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KOOKY KLIMBER (1984) 

http://www.atarimania.com/game-atari-400-800-xl-xe-kooky-klimber_31437.html 

 

 

  

Game Play 

http://www.atarimania.com/game-atari-400-800-xl-xe-kooky-klimber_31437.html
http://www.atarimania.com/game-atari-400-800-xl-xe-kooky-klimber_31437.html
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The gameplay for Kooky Klimber is simple – reach the top of the building by avoiding getting your hands 

caught in closing windows, while also being careful not to get hit by dropped dumbbells and flower pots.   

To move up a flight of the building, you must pull back on the joystick and then push forward.    You can 

move left and right to dodge falling objects and closing windows by pushing left and right on the 

joystick.   Once you near the top of the building, the objects quit falling because there are no windows 

above you from which they would fall.   Once you reach the top of the building, you start all over at the 

bottom of the next building, represented in a different color.  You continue the game until all of your 

three Kooky Klimbers are knocked off the building. 

The following description of the gameplay was written by the A/W/A Team to be submitted to a 

computer magazine along with the game. 

In this game, you are Kooky Klimber.  You have an incurable urge to climb tall 

buildings.  After a period of initialization, you find yourself poised at the bottom 

of the first (grey) building.  To ascend the building you must pull the joystick back 

and then push it forward.  After this, your klimber will automatically climb to the 

next story.  To move left and right simply push the joystick in the corresponding 

direction.  Sound easy?  Well, as you will soon discover, it’s not! 

In the course of your climb, the people inhabiting the building will be opening 

and closing the windows.   If one of these windows should close on your hands, 

you will find yourself falling head first towards the bottom of the building.  A 

second nemesis directed towards your klimber is the falling objects. Clumsy 

residents above have a deadly habit of knocking flowerpots off of their 

windowsills.  These flowerpots can do lethal harm to your klimber.  If they should 

touch any part of Kooky Klimber, he will lose his grip on the building and fall to a 

quick death. 

Another clutsy group of people above you are the construction workers.  They 

are continually dropping steel girders which flip through the air while they fall.  

As in the case with the flowerpots, any contact between your klimber and the 

girder will cause you to slip and fall. 

Your game starts with three Kooky Klimbers.  A bonus klimber is earned after 

achieving 10,000 points.  Once you reach the top of any building, you will be 

transported to the bottom of another building with a different color and harder 

skill level. 

Recollections 

Kooky Klimber was based on the Nichibutsu arcade game called Crazy Climber.   The A/W/A Team 

played Crazy Climber at Mickey Rats arcade in downtown Ann Arbor, and loved the daredevil theme of 

climbing up a building.   Crazy Climber featured comic-book-style cartoonish characters, catchy 

background music, and it was one of the first games that used a digitized voice (“Go For It!”).   After 
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reading about vertical scrolling and Display List modification techniques for the Atari computers, the 

A/W/A decided that this would be the ideal game to copy.   Many “ripoff” clones in the 1980’s used 

titles very similar to the original game, but with enough differences to presumably avoid lawsuits.   For 

their Crazy Climber knockoff, the A/W/A Team thought of the clever title of Kooky Klimber which also a 

“double K” alliteration.  The game makes use of the Player/Missile graphics available in the Atari.  The 

title character was one obvious Player/Missile graphic, then there were other Player/Missile Graphics in 

the form of items that fell from above, including a flower pot and a spinning dumbbell, all patterned 

after the original game.     

The main player was animated so that he moved his arms and legs up and down as he climbed up the 

building.   These animations were fairly easy to sketch out in the 8x8 character limitation.   The A/W/A 

Team used graph paper to draw the characters, then drew the 8-bit binary multipliers in the columns 

above and wrote the 0-255 value corresponding to each row of the character on the right side of the 

character.   Each of the 4 frames in the animation was drawn out, and repeatedly re-written in the 

Player 0 character map as the animation sequence took place with each move up the building.  The body 

of the character “scrunched”, or “compressed,” as the character animated, and this was actually an 

unintended bug due to incorrect positioning of the animations and a missing a row of the data when it 

was programmed.   Since it actually looked pretty good, the A/W/A Team kept it in the animation 

sequence.   There was also a nifty 4-note sound effect that corresponded with the animation sequence 

with each move up the building. 

Each level had opening and closing windows that were modified in the Atari’s Display List.   The timing of 

the windows opening and closing was perfect for gameplay, and therefore made a really challenging 

game.  When the windows closed on the hands of Kooky Klimber, or he was hit by a flower pot or 

dumbbell, he fell to the bottom of the building.  The scrolling for this effect was really quick, and often 

Display List glitches could be seen because Atari BASIC couldn’t handle the modifications to the memory 

fast enough.  The glitch was something like a quick jerking of the screen, that would only last 1/60th of a 

second, but it could be seen occasionally.  The vertical scrolling of the building was implemented as 

rough scrolling (8 bits at a time) as opposed to fine scrolling (1 bit at a time).  The glitch occurred when 

the graphics scrolled though a “page” of memory (256 bytes).  To modify the Display List to do this 

required changing two bytes (most significant byte (MSB) and least significant byte (LSB)) on the 8-bit 

computer to address the 65536 (2^16) memory space.  These changes were supposed to be done during 

the vertical blank time when there was just enough time to write a little bit of code during the vertical 

blank interrupt (VBI).  When done in BASIC outside of the VBI, each byte (MSB and LSB) needed to be 

modified sequentially and that caused the glitch because for a brief period, the memory location being 

pointed to was not correct. 

Once Kooky Klimber reaches the top of the building, the score is displayed on a separate screen, and he 

starts at the bottom of the next level.  The next building is implemented as a different color, the 

windows open and close at a faster rate, and the items fall from the top of the screen faster as well.   

There really wasn’t room to display the score and lives remaining on the main scrolling screen, so it was 

only displayed at the end of each building and at the end of the game.  Another problem was that it was 
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difficult to mix text and graphics, so a display list modification would have been necessary to position a 

line of text, and that would have been difficult to implement.    

The falling flower pots and dumbbells were very well done.  The dumbbells rotated as they tumbled 

from the sky.  Also, with each vertical move of Kooky Klimber, the falling objects moved in tandem with 

the building.  In other words, instead of falling at a rate of speed independent of the moving building, as 

the building scrolled down, the falling objects moved quicker in relation to the sky so they would move 

with building at the same rate.   This extra level of realism took extra time to implement, and many 

arcade games even ignore these kinds of details.  Every once in a while, the falling objects had a glitch 

where they were distorted.   Obviously, it was some sort of memory over-write that may have occurred 

when Kooky Klimber was loaded after another program, but the bug was never fixed.  It was rare, but 

occasionally a misshapen falling object comes on the screen. 

Kooky Klimber was the first game that was sold by the A/W/A Team.   They sent a long technical write-

up describing the game’s instructions and programming techniques along with a cassette of the BASIC 

listing to COMPUTE! Magazine.   A few weeks later, they received a letter from the editor offering $400 

for the rights to publish the games.   The A/W/A Team was absolutely thrilled that they got paid for a 

game they loved writing and playing initially for only themselves.   Unfortunately, the game was never 

published by COMPUTE! 

 

More information about the technical aspects of this game can be read in the original accompanying 

article sent to computer magazines, A/W/A Game Write-Ups section of this document. 
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KOOKY’S QUEST (1985) 

http://www.atarimania.com/game-atari-400-800-xl-xe-kooky-s-quest_2834.html 

 

  

Game Play 

The following description of the gameplay was written by the A/W/A Team to be submitted to a 

computer magazine along with the game. 

Kooky’s Quest is an action adventure game.  You play using the keyboard and a 

joystick in controller jack one.  There are two skill levels: expert and beginner.  In 

a beginner game, you have a map of the dungeon to follow.  If you like the 

challenge of mapping a game, you should play expert, as you can only see the 

section of the dungeon you are occupying. 

Trapped in an ancient dungeon, your only hope lies in descending to the lowest 

level and retrieving the magic key.  By returning to the first level with the key 

http://www.atarimania.com/game-atari-400-800-xl-xe-kooky-s-quest_2834.html
http://www.atarimania.com/game-atari-400-800-xl-xe-kooky-s-quest_2834.html


27 
 

and placing it in the lock located in one of the level-one rooms, you can free 

yourself from the evil dungeon and win the game.  You have ten lives with which 

to accomplish this task. 

In order to move from one level to another, you must obtain a certain number of 

treasures (rings and chests).  You need only one treasure to go from the first 

level to the second, but you need five in all other cases.  Once you have enough 

treasures to change levels, you simply move to the up or down staircase, 

designated by a U and a D on the map.   If you are playing without the map, you 

can only identify a staircase by the sound effects for going up and down, 

because the stairs aren’t visible in the view of your immediate vicinity. 

Getting treasures is not an easy task.  In each room, you will find a treasure and 

a monster.  It is important to get to the treasure before the monster gets it, 

before you kill the monster, or before the monster kills you, since, in any one of 

these cases, that treasure will be lost to you.   If you clear all the rooms on any 

level and don’t have enough treasures to move to another level, you will be 

forced to wander that level forever. 

As you enter a room, you are asked to choose which weapon you will use.  Listed 

at the bottom of the screen are the six weapons available to you.  Simply press 

the number of the weapon you want to use.  Three of the weapons, the sword, 

axe, and mace, are swinging weapons.  To swing any one of these, you press the 

fire button, then push the joystick to the left or right.   The knife, lightning bolt, 

and fireball are throwing weapons.  The procedure for using one of these is the 

same as for a swinging weapon, but it will travel across the room until it hits a 

monster, a treasure, or the wall.  Your choice of weapon is very important, since 

each type of weapon has a different effect on each monster, taking from one to 

six hits to kill the monster. 

There are six varieties of monsters you may encounter during your quest.  These 

include vampire bats, giant hobgoblins, wicked skeletons, venomous serpents, 

decaying mummies, and worst of all, malevolent spiders which can catch you in 

their webs and inhabit only the lowest level. 

As a variation of Kooky’s Quest, instead of attempting to escape the dungeon 

with as many lives as possible, you can go for points, seeing how many you can 

accumulate before you lose all your lives.  A treasure is worth five points and a 

monster is worth ten. 

The following gameplay instruction for Kooky’s Quest was published in Antic Magazine.  

Trapped in an evil dungeon, your only hope of escaping is to descend to the 

lowest level, retrieve the magic key, and use it to unlock the portal at the 
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uppermost level.  Playing Kooky's Quest uses the keyboard and a joystick in port 

one.  There are two skill levels.  In the beginner game, you're aided by a 

displayed map of the dungeon, which is erased for the expert game.   To move 

from one dungeon level to another, you must obtain enough treasures-rings and 

chests.  You need only one treasure to descend from the first level to the second, 

but you'll need five to reach each of the deepest dungeons.   Once you have 

enough treasures to change levels, go to the up or down staircase, shown with a 

D or U on the map.  If you are playing without the map, you can identify a 

staircase by sound effects, because the stairs aren't in your view.  

Getting treasures is not an easy task.  In each room, you will find a treasure and 

a monster. It is important to get to the treasure before the monster gets it, 

before you kill the monster or the monster kills you.  In each case, you'll lose the 

treasure.  If you clear all the rooms on any level and don't have enough treasure, 

you'll be forced to wander that level forever-or until you stop the game. You 

have ten lives for the entire game.   

You'll be asked to choose a weapon as you enter a room.  Available weapons are 

listed at the bottom of the screen and can be selected with numbers.  The axe, 

mace and sword are swinging weapons-press the fire button and move the 

joystick from left or right. The knife, lightning bolt and fireball are throwing 

weapons.  They are used in the same way as swinging weapons - except they 

continue moving in a straight line until they hit something.  Choose your 

weapons with care.  Each has different properties.  You'll find that some require 

six hits to kill, others only one hit. Note that while fighting, you can only attack 

to the left or right, and can't protect yourself from above or below.  

You can encounter six types of monsters - vampire bats, giant hobgoblins, 

wicked skeletons, venomous serpents, decaying mummies and malevolent 

spiders that inhabit only the lowest level.  Your adventurer, Kooky is shown as a 

happy face symbol.  Instead of escaping the dungeon, you may choose to 

accumulate points.  Treasures are worth five points, defeated monsters ten.  

Recollections 

Kooky’s Quest was based on Exidy’s Venture arcade game.   In Venture, the primary character was called 

“Winky” and had a smiley face just like the Kooky’s Quest main character.  Venture also took place in an 

underground maze, where you wander through halls, enter rooms, and battle the villains in the rooms.   

All of these game traits are also found in Kooky’s Quest. 

Kooky’s Quest took quite a long time to write and finish.   The original name for the game was Dungeon 

Quest.  The game was started before Kooky Klimber, but Kooky Klimber was finished first and set the 

standard for the Kooky-named series of games which included Kooky’s Quest and Kooky Diver.  

Development got stuck in an almost infinite loop as John Weisgerber tried several techniques to get the 
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scrolling maze to work smoothly.  The wait was worth it, since the scrolling effect looks completely 

smooth in all four directions, and was implemented through manipulation of text strings in memory.    

Kooky’s Quest was sold to Antic Magazine for about $200 or $300, and was the first A/W/A program 

published because Kooky Klimber and Night Rescue were purchased by COMPUTE! Magazine but never 

published.   The A/W/A Team was so excited when the magazine reached the news racks, that they had 

their parents take them to Fairlane Mall in Dearborn to purchase the magazine the first day it came out. 

 

More information about the technical aspects of this game can be read in the original accompanying 

article sent to computer magazines, A/W/A Game Write-Ups section of this document. 
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Antic did a great job with the concept artwork for the game as you can see below! 
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NIGHT RESCUE (1984) 

http://www.atarimania.com/game-atari-400-800-xl-xe-night-rescue_31439.html 

 

 

  

Game Play 

Night Rescue puts you on a daring attempt to rescue civilians with your hot air balloon before they are 

taken prisoner by the invading forces.   The player must navigate through a lengthy journey through a 

http://www.atarimania.com/game-atari-400-800-xl-xe-night-rescue_31439.html
http://www.atarimania.com/game-atari-400-800-xl-xe-night-rescue_31439.html
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city without crashing into any of the buildings or ground, avoid obstacles, and rescue as many humans 

as possible.   The enemy consists of tanks, rockets, helicopters, and a manic warplane.  You must 

maneuver through a city-scape and reach your ultimate destination where you rescue the last hostages.  

Each rescued hostage gives you 100 points.  

The following description of the gameplay was written by the A/W/A Team to be submitted to a 

computer magazine along with the game. 

Night Rescue is a game in which you guide your balloon over enemy territory on 

a secret mission to rescue your country’s spies who have infiltrated the enemy’s 

city.  The journey, which begins over the mountains on the outskirts of the city, is 

extremely dangerous because any contact with enemy terrain or the enemy 

reconnaissance plane and helicopters results in the loss of one of only five 

balloons.  In addition to this, the enemy has planted double-agents who will 

destroy your balloon if you attempt to rescue them.  Upon reaching the outer 

edge of the city you must make a soft landing on the top of the headquarters of 

the resistance, at which point you will begin another run above the city. 

The balloon is controlled by moving the joystick left, right, up, and down to move 

in the corresponding direction.  The balloon’s position may be “fine-tuned” by 

pressing the fire button while moving the joystick left and right.  Moving the 

balloon up and down is made treacherous by the forces of inertia acting upon it.  

To land on the resistance’s headquarters you must be both scrolled and “fine-

tuned” all the way to the right.  Scoring in Night Rescue consists of 100 points for 

each rescued agent plus a bonus for reaching the resistance’s headquarters 

which increases for each new set.   At the end of the game you may play again 

by simply pressing the START key. 

Recollections 

Night Rescue was actually based on four different games.   The first two games were home computer 

games called Protector, by Synapse, and The Tail of Beta Lyrae, by Datamost.   Both of these games were 

clones themselves of the third game it was patterned after, Williams Defender.   Protector, The Tail of 

Beta Lyrae, and Defender were side-scrolling shoot-em-ups.  Night Rescue copied the city-scape 

environment of the home video games, while also incorporating the rescue objective of Defender where 

the main player had to land on top of the characters to be rescued at the bottom of the screen.   The 

fourth game that Night Rescue was patterned after was Choplifter, which was initially developed for the 

home computer scene and, in a very rare turn of events, was subsequently released as an arcade game.  

Choplifter was also a side-scroller, featured a helicopter as a main player, and also had a mission where 

characters at the bottom of the screen had to be rescued.  Night Rescue, however, was not a shoot-em-

up, but rather a game of skill and timing. 

Night Rescue had a beautifully rendered city-scape of futuristic buildings and made use of the many-

colored palette of the Atari 8-bit computers.   The game was rendered in an Atari Graphics mode that 
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wasn’t available directly from BASIC, but could be accessed by writing various memory locations within 

the Display List with the correct values to enter the “hidden” mode.  This mode added additional colors 

to each character.   There was even a special trick that “borrowed” a color from Player/Missile graphics 

to be used as an additional color in each of the characters.     

Mapping out the city-scape on graph paper was a creative process.   Instead of black and white (1’s or 

0’s) colors for the bit-mapped 8x8 characters, each character in this special graphics mode could have 4 

or 5 colors.   The city-scape was several screens wide, and was rough-scrolled through 8-bits at a time.   

Unlike many side-scrollers that force the player in one direction, usually left to right, the Night Rescue 

player could control the direction of horizontal scrolling with the joystick.  The player’s mission was to go 

from the left side of the city-scape to the right-side, through several screens of buildings and caves, but 

at any time the player could turn around and go back left to rescue more humans for points or avoid 

obstacles like the flying plane. 

Originally, since the game was set in Germany during WWII, a Nazi flag was used as a recurring character 

in the landscape.  Eric, Robert, and John realized that a Nazi flag may not be politically correct if the 

game were to be published, so they changed the flag to be a modern Germany flag with three colors.  

They also added extra redefined characters to change the helicopters’ orientation from left to right. 

The main player controlled a hot air balloon.  The balloon was moved left/right/up/down with the 

joystick.  When the balloon moved left and right, the terrain scrolls in the opposite direction.   A really 

unique method of control was added to fine-tune movement.  This was accomplished by pushing the fire 

button while moving left and right.   If the fire button was pushed while moving, the balloon moved 1 

pixel at a time left or right, and the background didn’t scroll.  This maneuver was essential to master in 

order to rescue some of the humans tucked away in very difficult to reach areas in the gamescape.  The 

balloon movement was also affected by very realistic vertical momentum.  The longer you held the 

joystick in a vertical direction, the more the momentum was built up and it takes a while to counteract 

this momentum to slow down and go in the opposite direction.   This momentum, and the need to 

sometimes fine-tune movement with the fire button, made maneuvering in tight quarters very difficult. 

While the balloon mostly travelled from left to right, an out-of-control plane obstacle constantly got in 

the way of the player as the plane travelled from right-to-left.   The plane actually moves in a sine-wave 

pattern, and the A/W/A Team initially actually used a mathematical equation to control the plane.   The 

equation’s sinusoidal movement was taxing on BASIC and slowed it down, so another algorithm was 

used that moved the plane up or down a pixel as it travelled until it hit an upper or lower limit and 

reversed direction.  The plane stuck to the top-third of the screen as it moved from right-to-left.   When 

the plane departed the left side of the screen, another one soon followed from the right.   The plane was 

always in the way of the player, and constantly forced the player to adjust positions. 

One interesting part of the game that gave the player an option was the cave section.   The player had 

the option to navigate through a tight cave which was loaded with lots of humans to rescue for points, 

or the player could take the somewhat easier route above the caves but always in the path of the plane.   

This decision was really equally weighted one way or another, and the decision really depended on a 
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risk/reward strategy and the skill of the player.    The gameplay of Night Rescue was very good – it was 

easy to get the hang of and very hard to master.  Once the player reached the base at the right-end of 

the city-scape, he was rewarded with bonus points and started all over.   The next time through, the 

plane flew a little faster and it was a little harder to complete the mission. 

Night Rescue was the second game that the A/W/A Team sold to COMPUTE! Magazine, again for $400.  

Like Kooky Klimber before it, for some reason the game was never published.  One memory that John 

has to this day is that he always felt that he was (partly) to blame for Kooky Klimber and Night Rescue 

not getting published.  The A/W/A Team believed Night Rescue was more polished and valuable than 

Kooky's Quest and wanted more money than the $400 offered for Kooky’s Quest.  John had a phone 

conversation with a lady at COMPUTE! Magazine that turned kind of hostile.  He finally agreed to the 

$400 anyway when they lady said "take it or leave it".  John was hardly diplomatic at that age!  They  

eventually published "Crazy Climber" games for other platforms, but never published either Kooky 

Klimber or Night Rescue, so John always wondered if that was a snub due to that phone call!   

 

More information about the technical aspects of this game can be read in the original accompanying 

article sent to computer magazines, A/W/A Game Write-Ups section of this document.  
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OVERFLOW (1985) 

http://www.atarimania.com/game-atari-400-800-xl-xe-overflow_3847.html 

  

  

Game Play 

The following description of the gameplay was written by the A/W/A Team to be submitted to a 

computer magazine along with the game. 

In Overflow, you’re a plumber trapped in the central conduit of a network of 

pipes.  Water is advancing relentlessly toward you through the secondary pipes.  

If the water gets far enough, it will flood the main pipe, drowning you and 

ending your game.  This is a situation you (as a devout plumber) obviously want 

to avoid.   Luckily, you can temporarily reverse the flow of water in a pipe by 

hurling your plunger down the pipe at the onrushing column of water.  Scoring is 

based on the fact that when the plunger makes contact, in addition to making 

the water recede, you earn ten points.  Controlling the flow of water is simply a 

matter of moving up and down in the main pipe and throwing your plunger 

http://www.atarimania.com/game-atari-400-800-xl-xe-overflow_3847.html
http://www.atarimania.com/game-atari-400-800-xl-xe-overflow_3847.html
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down the pipes closest to the point of overflowing.  Unfortunately, even if you 

manage to gain control of the situation, at five-hundred points the width of the 

main pipe doubles, making your job all the more difficult.  Movement is 

controlled from a stick in port one.  To move up and down in the central pipe, 

push the stick forward and back.  To throw your plunger, push the stick left and 

right. 

The following gameplay instructions for Overflow were published in Antic Magazine. 

Dear Miss Goodmanners:  

Is there a correct way to stem a rising tide of bathroom back-ups 

while entertaining distinguished guests in my 49-room mansion?  

Concerned  

Dear Concerned:  

Miss Goodmanners prefers the term water closet... Sadly, 

overflow problems are part of our modern age and must be 

dealt with firmly and quickly. Miss Goodmanners would never 

commit the faux pas of embarrassing guests during a 

sumptuous banquet by confronting them with a mass of raw 

sewage.  

Miss Goodmanners would award you credit for decisively hurling 

your plumber's helper at each of the overflowing water closets, 

while tactfully running between pipelines without scaring the 

guests. Of course, sewage problems tend to get worse as a party 

wears on-especially if guests discover that the duck pate has 

disagreed with them.  

With apologies to our favorite etiquette columnist, this program 

uses players for the plumber, plunger and central pipe.   All 

vertical motion is produced using a string printed at the correct 

place in memory.  The main graphics mode is ANTIC 5. 

An unusual technique here is the use of basically the same 

memory address for every line of the playfield graphics. Each 

line has its own LMS and the high byte on every one is set to the 

same page. The water is moved back and forth by incrementing 

the low byte on each LMS. The increment for each line is held in 

a one-dimensional array.  If a column of sewage is hit by the 

plunger, the increment's sign is simply reversed.  
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Recollections 

This game was written entirely by John Weisgerber, but he graciously consented to credit the game to 

A/W/A authorship and even split the $200 to $300 from Antic Magazine for its publishing rights.  This 

program uses Player/Missile graphics for the plumber, plunger and central pipe. All horizontal motion of 

the water flowing through the pipes is produced using a string printed at the correct place in memory.  

These were some pretty sophisticated techniques in the early days of BASIC programming. 

More information about the technical aspects of this game can be read in the original accompanying 

article sent to computer magazines, A/W/A Game Write-Ups section of this document. 
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PHOENIX (1982) 

http://www.atarimania.com/game-atari-400-800-xl-xe-phoenix_31474.html 

 

  

Game Play 

Phoenix had the player control a black and white ship at the bottom of the screen made up of multiple 

text characters, and a single large bird with flapping wings that dodged all over the screen.  A press of 

the fire button on the joystick produced a vertical shot aimed at the bird.   If the bird was hit, the player 

scored a point, and the bird would turn upside down and fall straight to the bottom and the player 

would try for the next bird.  After 9 birds were hit, the game ended and the player was rated as “Phoenix 

Commander”, “Bird Captain”, “Butterfly Netter”, or “Bird Watcher” depending on the score. 

Recollections 

Phoenix was the very first video game written by Robert Anschuetz of the A/W/A Team shortly after 

they got their Atari 400 for Christmas in 1981.   The game was implemented in a simple text mode using 

an alternate built-in Atari font library called ATASCII “control” characters.  The game was based on an 

example program called “Seagull Over Ocean” from the Atari BASIC Reference Manual that 

http://www.atarimania.com/game-atari-400-800-xl-xe-phoenix_31474.html
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demonstrated a seagull flapping its wings and flying around the screen.   There were no special graphics 

techniques used to develop the game.  This game had been missing for almost 30 years, because the 

A/W/A Team did not back the game up to a PC using an SIO2PC cable in the early 1990’s.   The game was 

retrieved from an original 5 ¼” floppy disk in 2017 and finally saw the light of day again.   
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PIRACY (1982) 

http://www.atarimania.com/game-atari-400-800-xl-xe-piracy_31476.html 

  

Game Play 

In the game of Piracy, the player navigated a ship using a map.  The goal was to collect treasure before 

your immediate or overall damage was too great, you were rammed by a ship, or you used too much 

fuel. 

Recollections 

Piracy was a simple game that was written in Atari Graphics 0 text mode.   There were no special 

graphics techniques used to develop the game.  This game had been missing for almost 30 years, 

because the A/W/A Team did not back the game up to a PC using an SIO2PC cable in the early 1990’s.   

The game was retrieved from an original 5 ¼” floppy disk in 2017 and finally saw the light of day again.   

This game was an inspiration for the much superior Piracy II that was written by the A/W/A Team 

several years later. 

  

http://www.atarimania.com/game-atari-400-800-xl-xe-piracy_31476.html
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PIRACY II (1986) 

http://www.atarimania.com/game-atari-400-800-xl-xe-piracy-ii_31441.html 

 

 

  

http://www.atarimania.com/game-atari-400-800-xl-xe-piracy-ii_31441.html
http://www.atarimania.com/game-atari-400-800-xl-xe-piracy-ii_31441.html
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Game Play 

Piracy II is a multi-screen epic battle over the high seas.  The object of the game is to confront a pirate 

ship at sea by sailing through the ocean and finding ships that are protecting treasure located on any of 

many nearby islands.  Once a pirate ship has been encountered, a mini-game is launched where you 

control the pirate ship at the bottom of the screen and you must shoot a pirate guarding his ship.   The 

ship at the player’s control must dodge a constant bombardment of cannon balls aimed your way.   

After the pirate on the ship has been defeated in the mini-game, the player is returned to the open seas.  

At this point, the player may land the boat on the island the ship had been protecting, and another mini-

game is launched.   This mini-game forces the player to navigate through a moving maze of pirates as he 

makes his way to the treasure chest located on the far side of the island.  The key to this mini-game is 

observing the pattern of movement by the pirates on the island.   If the treasure chest is successfully 

reached, the player is returned once again to the open seas to seek out additional treasure by 

confronting other ships guarding other islands. 

Recollections 

Piracy II is a sequel to the original Piracy game that was written several years before Piracy II.  Piracy II 

was written by Eric and Robert Anschuetz.   The game of Piracy II is a multi-stage game, which is very 

rare for BASIC games in the 1980’s.   The game uses fine vertical and horizontal scrolling, which is a 

nearly impossible using Atari BASIC.   The fine scrolling was made possible with Assembly Language 

routines written by Eric Anschuetz, and called using the BASIC USR command.   Even so, there was 

occasionally a flicker when the scrolling became too much for the processor.  Eric and Robert did not 

have an Assembler cartridge, so all of the assembly language was “hand assembled” by Eric.  This is the 

only primarily BASIC game (with Assembly added for scrolling) that they know of that has a smooth 

scrolling horizontal and vertical multi-screen display. 

The ship is a Player/Missile graphic, but most of the other graphics are based on redefined characters.  

The pirate ship mini-game scene is very reminiscent of the ship-battle scene in the Pirates of the 

Caribbean ride at Disney World, and was probably influenced by it.  In fact, the whole entire game was 
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probably influenced by that ride since the A/W/A Team had just gone to Disney World a couple years 

before the game was written. 
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RAMSES’ REVENGE (1983) 

http://www.atarimania.com/game-atari-400-800-xl-xe-ramses--revenge_31475.html 

 

  

Game Play 

5000 Years ago, the Pharaoh Ramses was swallowed up by the Red Sea while in pursuit of Moses who 

had freed the slaves of Egypt.  However, before leaving the glory of Egypt, Ramses transferred all of his 

power to the great golden keys, praying to the evil god Seth that they might remain safe; hidden in the 

sacred pyramid.  Only now, have you and another explorer stumbled onto this previously undiscovered 

pyramid.  Will one of you recover the all powerful golden keys, or will both of you fall victim to the curse 

of Ramses’ Revenge? 

Two players start at opposite ends of a pyramid, and race their way underground and then to the top 

chamber.  Along the way, moving cobras, bats, and other obstacles get in the way.   The first player to 

the top wins and is greeted by a musical melody. 

Recollections 

http://www.atarimania.com/game-atari-400-800-xl-xe-ramses--revenge_31475.html
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Ramses’ Revenge was the first quality playable game that the A/W/A Team wrote.  This game was 

loosely based on Konami’s arcade game Tutankham as well as Stern’s arcade game Lost Tomb.  The 

A/W/A pyramid-based game was written in the Atari’s text mode called “Graphics 0” in BASIC.   It made 

extensive use of re-defined characters that allowed a new bit-mapped character set to replace the built-

in characters of the Atari computers.   This game was lost for about 30 years because it wasn’t 

transferred to a PC with the SIO2PC device in the 1990’s.   In fact, the A/W/A Team didn’t even 

remember the name of the game and referred to it as “the pyramid game.”  In 2017, the A/W/A Team 

found the game on the backside of a floppy disk and recovered it again with SIO2PC.  
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ROBOT DUNGEON (1985) 

http://www.atarimania.com/game-atari-400-800-xl-xe-robot-dungeon_4411.html 

 

 

  

http://www.atarimania.com/game-atari-400-800-xl-xe-robot-dungeon_4411.html
http://www.atarimania.com/game-atari-400-800-xl-xe-robot-dungeon_4411.html
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Game Play 

The following description of the gameplay was written by the A/W/A Team to be submitted to a 

computer magazine along with the game. 
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ROBOT DUNGEON is known for its deadly robots, electrified walls, and teleports.  

Rumor has it that no one has ever escaped alive!  Nobody knows for sure, but 

the best estimations are that ROBOT DUNGEON is comprised of 3 levels of 400 

rooms each, arranged in a 20x20 format. 

The object of the game is to traverse from the lower-left room of each level to 

the upper-right room, all while amassing as many lives and as high a score as 

possible.  Upon reaching the upper-right room of the 400 rooms on Level 1, you 

must touch the staircase and you will then procede automatically to walk down 

to the next most treacherous level, Level 2.  At this point there is an animation 

sequence that will give you time to relax.  Sit back and enjoy your figure as he 

jumps down the stairs, approaches the door, and slips through just in time! 

Similar to what you did on Level 1, you must also reach the upper-right room of 

Level 2 (labeled room #800).  Touch the staircase here and you will be rewarded 

with viewing the animation sequence once again, and will proceed to the very 

dangerous Level 3! 

If you manage to guide yourself to the upper-right room of Level 3 (labeled room 

#1200), and touch the escape key, you will be greeted with an ending animation 

sequence showing yourself leaving the dreaded ROBOT DUNGEON (and as you 

will see, apparently just in time!). 

ROBOT DUNGEON is no ordinary dungeon, either!  No, ROBOT DUNGEON is 

rather a 3 level MAZE with only 1 escape route possible for each level.  

Therefore, it is heartily recommended that you map each level.   

Throughout ROBOT DUNGEON there are various treasures and traps which with 

you must be acquainted with.  The most abundant of these figures is the 

“SYMBOL OF LIFE”.  (It looks like a sideways figure eight).  Touching this symbol 

will up your hit point total by one.   The hit point total (which is found on the 

lower-left of the score window) decreases by one every time you touch a robot, 

touch a wall, or touch a teleport (more on teleports later).  It is very important to 

get the “SYMBOL OF LIFE” in each room or you will have a very short adventure 

in ROBOT DUNGEON, indeed! 

A symbol closely related to the “SYMBOL OF LIFE” is the “TREASURE CHEST”.  

Within the “TREASURE CHEST” lies 5 hit points.  Needless to say, don’t pass up 

many of these! 

Another symbol is the “ASSORTED GOLD”.  This pile is worth 250 points!  Akin to 

the “ASSORTED GOLD” is the “DIAMOND”, which is worth 1000 points! 
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Perhaps the most useful symbol is the deadly “ROBOT ZAPPER”.  This symbol 

looks like a zig-zag line and kills every robot in a room when touched! 

Something to definitely stay away from are the dreaded “TELEPORTS”.  These 

are shaped like black bits and bring you back to the first room of the level which 

you are on!  They also cost you one hit point!  Stay away from these at all costs! 

You are not defenseless as you wander ROBOT DUNGEON.  You are equipped 

with a pistol which can be aimed in any direction.  To shoot, point your joystick 

in a direction and press the fire button.  The killing of each blue robot is worth 10 

points.  Notice how I said blue robot.  The orange ones are indestructible!  On 

Level 1, there is one orange robot and 4 blue robots in each room.  On the 

second level, there are2 oranges and 3 blues.   And on the third level, there are 3 

oranges and only 2 blue ones! 

You will note that as you pick up symbols, they are gone forever but robots are 

resurrected each time you enter or reenter a room. 

By pressing any key during the course of play, you can freeze the action.  Press 

another key and play resumes.  You may also save the game in progress by 

pressing any one of the console keys (START, SELECT, or OPTION).  Note that on 

a disk system, saving a game will overwrite the previous version of your maze.  If 

you want to have several different stages of your progress, you will have to 

change disks.  Be sure to save your game very frequently! 

When your hit point total reaches zero, your game is over.   Pressing the start 

button will give you the choice of loading in a new dungeon or replaying the old 

one at the same point it was at when you began.  If it was a saved game in 

progress, you start where the saved game started.  However, all symbols that 

you had gotten since you began the session will now be gone. 

The following Robot Dungeon gameplay instructions were published in Antic Magazine in a special Disk 

add-on.   This was not the exact write-up that the A/W/A submitted with the game, but most of these 

instructions were borrowed from their original write-up. 

ROBOT DUNGEON is known for its deadly robots, electric walls, and 

teleports.  Rumor has it that no one has ever escaped!  Nobody knows 

for sure, but most believe that ROBOT DUNGEON is comprised of three 

levels of 400 rooms each. Rooms are arranged in a 20 x 20 grid on each 

level.  The object of the game is to traverse from the lower-left room of 

each level to the upper-right room while collecting as many lives and 

points as possible.  Upon reaching the upper-right room of Level 1, touch 

the staircase to get to Level 2. Here, you'll see a cartoon that will give 
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you time to relax.  Sit back and enjoy the figure as he jumps down the 

stairs and slips through the door just in time! 

Complete Level 2 the same way you completed Level 1. (The upper-right 

room is #800). Remember to touch the staircase to see the cartoon and 

advance to Level 3. If you manage to get to the upper-right room of 

Level 3 (room #1200), touch the key and you'll see another cartoon!  

ROBOT DUNGEON is no ordinary dungeon, either!  It is a 3-level maze 

with only one escape route on each level.  (We recommend you map 

each level.)  ROBOT DUNGEON has many treasures and traps which with 

you must be acquainted.  The most abundant of these is the "SYMBOL 

OF LIFE."  (It looks like a sideways figure eight). Touching this symbol will 

increase your hit point total by one.  The hit point total (on the lower-

right of the score window) decreases by one every time you touch a 

robot, touch a wall, or touch teleport (more on teleports later).  It's very 

important to get "SYMBOL OF LIFE" in each room or you'll have a very 

short adventure!  A symbol closely related to the "SYMBOL OF LIFE" is 

the "TREASURE CHEST".  Each one holds 5 hit points. Another symbol is 

the "ASSORTED GOLD". This pile is worth 250 points! The "DIAMOND," 

like "ASSORTED GOLD" is worth 1000 points.  The most useful symbol is 

the "ROBOT ZAPPER."  It looks like a zig-zag line and kills every robot in a 

room when touched! Stay away from "TELEPORTS."  These are shaped 

like black pits and return you to the first room of the current level. They 

also cost you one hit point. 

You are not defenseless as you wander ROBOT DUNGEON.  You have a 

pistol! Aim and fire it with your joystick. Each blue robot you destroy is 

worth 10 points.  Orange robots are indestructible.  Level 1 has one 

orange robot and four blue robots in each room. Higher levels have 

more orange robots and fewer blue ones!  NOTE: When you pick up 

symbol, it's gone forever, but robots are resurrected each time you enter 

a room. By pressing any key during the course of play, you can freeze the 

action. Press another key and play resumes. To save a game in progress, 

press a console key (START, SELECT, or OPTION)! 

Saving a game will overwrite the previous version of your maze.  If you 

want to save several different stages of your progress, you will have to 

change disks.  Be sure to save your game very frequently! When your hit 

point total reaches zero, the game is over.  Pressing the START button 

gives you the choice of loading a new dungeon or replaying the old one 

from the last SAVE. NOTE: All symbols of the previous game are lost. 
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To play ROBOT DUNGEON, you first need to make a maze with the MAZE 

CREATOR PROGRAM, DUNGEON.CRT! This program will ask you to name 

your dungeon.  This is NOT the disk filename.  Type in a name for the 

dungeon, and press return.  Next, you are asked to give a disk filename 

for your dungeon data. After pressing [RETURN], there will be a 15-20 

minute wait for the maze to be created.  Don't worry about the numbers 

being printed. For those of you who are interested, the first column 

stands for the level, the second is the room number, and the third and 

fourth are used for determining exits.  Once the program is through, you 

can RUN the main game, ROBOTS.BAS. When the computer asks you for 

a filename, type in the same name you gave it in the Maze creator 

program. Load the maze by pressing RETURN several times. You do not 

need to make a new dungeon every time you play, use the same one 

over and over until you complete it. When you're done with one maze, 

you can create a new one! 

Recollections 

Robot Dungeon features a hexagonal maze generation game that borrows heavily from game elements 

of the arcade game Berzerk, as well as Adventure for the Atari 2600.   John Weisgerber discovered a 

BASIC maze-generating algorithm he read in the Ypsilanti High School library in the June 1981 issue of 

Creative Computing in an article called “Bee Amzazed.”  The “Bee Amazed” algorithm generated a maze 

with hexagonal rooms that when pieced together looked like a honeycomb, with the entry point in the 

lower-left corner of the maze, and a single exit point at the upper-right corner of the maze.   Each room 

in the generated maze has 1 to 6 exits leading to adjacent rooms.  John used the basis of this algorithm 

to create a maze generator at the heart of the game.   Instead of representing each room as a six-sided 

hexagon, each room is represented as a rectangular shape with the two potential doors on both the top 

of each room, two potential doors on the bottom of each room, and one potential door on each on the 

left and right sides of each room.   Therefore, a total of 6 potential doors in each room corresponded to 

the 6 sides of a hexagon that was part of the maze.  The rooms fit together like staggered puzzle pieces.   

When you exit a door in the upper right of one room, you enter the door in the lower left of the room 

above. 

Robot Dungeon was a really long game for the player to complete.  There were three levels of 400 

rooms, for a total of 1200 rooms.   To reward the player, the A/W/A Team actually programmed cut-

scenes at the end of each level with humorous cartoons much like the Pac-Man intermissions.  Besides 

the cut scenes, the programming of this game provided two additional advanced features for a BASIC 

game.  The game offered a “pause” feature and it also provided an “auto save” feature. 

The robot movement algorithm was written so that with each iteration of the main processing loop, the 

robots compared their location to the location of the player and headed toward him.   The robots were 

large redefined characters.   The main player was a Player/Missile graphic, as was the shot that the main 

player could shoot at the monsters.   



52 
 

A separate maze generation program was written to accompany the main program.   This needed to be 

run to create a maze, prior to being able to start the game.   The maze could be saved to either cassette 

or disk.   When the A/W/A Team wrote Robot Dungeon, they hadn’t yet bought a disk drive.   Knowing 

that there was a limitation of filename length in Atari DOS 2.0, but not knowing if it was 8 characters or 

6 characters, the A/W/A Team instructed the player to name the file as “DUNJIN.DAT” instead of 

“DUNGEON.DAT” just to be safe. 

In order to remember the contents of each of 1200 rooms, a novel technique was developed by John.  

By using just one 8-bit byte for each room, individual bits represented which of the treasures or 

obstacles were in the room.  This saved up to eight times the memory a traditional technique would 

have used.  This game was also pretty buggy.  Because the characters were jumping around, the 

algorithm for computing whether a missile hit a monster was not always accurate and the missile would 

just pass through the monster.  Another bug would occasionally allow the player to go right through a 

wall and be trapped outside the playfield.  This was because the comparison of a player collision with a 

wall or door was too slow to run every loop.  One day, Eric and Robert received a phone call from Antic 

magazine where a game evaluator was stuck outside of a wall and asked what to do!   The good news 

with that phone call was that it was a positive indication that the game was being considered for 

publication.  Ultimately, it was published in a “Add-On Disk” edition that provided a floppy disk with the 

magazine to avoid typing in the complete program. 

One of the issues that prevented good gameplay with this game was the massive amount of rooms that 

must be traversed to complete the game.   In the end, the A/W/A Team should not have made each 

maze 20x20.  That is just too large to allow for satisfying game play.  In 2017, Eric addressed this issue 

and updated both the main game and the maze creator to allow the user to create any maze size from 

5x5 up to 20x20, instead of the previous 20x20 maze.  Eric also modified the game to allow a cheat to 

walk through walls and monsters so that you can relatively easily make it to the end of each level.  A 

tricky part of the programming changes was that the code placed the random treasures in each room 

and the number of treasures was set based on a 20x20 maze, so he had to scale the number of treasures 

appropriately, and there was some tricky math in the code.  
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More information about the technical aspects of this game can be read in the original accompanying 

article sent to computer magazines, A/W/A Game Write-Ups section of this document. 
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SOKO-BAN (1988) 

http://www.atarimania.com/game-atari-400-800-xl-xe-soko-ban_4784.html 

 

 

  

http://www.atarimania.com/game-atari-400-800-xl-xe-soko-ban_4784.html
http://www.atarimania.com/game-atari-400-800-xl-xe-soko-ban_4784.html
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Game Play 

Sokoban is an addictive puzzle game that was popular to play on PCs about the same time as Tetris came 

out.  After entering your initials and selecting one of 55 levels, your objective is to move several blocks 

into the landing area.   To move a block, the player positions the character behind a block and pushes 

the joystick in the direction he wants to move the block.  The difficult part is getting the player 

positioned behind each block, so the player needs to be careful not to push blocks against walls that he 

cannot maneuver behind.   Each level is a different puzzle with a different room configuration that must 

be solved differently.  At the bottom of the screen, there is a level indicator.  Above that, there is a 

timer, plus indicators that keep track of the number of moves you make and the number of times that 

the blocks are moved. 

Recollections 

This game was written entirely by Eric Anschuetz.  The program employs character set redefinition and 

no Player/Missile graphics.  The game makes use of the Atari’s built in real-time clock to keep track of 

the time it takes to complete each level.  The game also has a separate level editor program that was 

used to create the various levels.    Each level is stored on the disk drive, and loaded into the game as 

needed.   Because of the limit of 64 files on the Atari DOS 2.0 filesystem, there was a limit to the number 

of levels in the game. 

Eric had played PC Sokobon at work during “lunch breaks” with some co-workers.  This was in 1988 or 

1989 when there were very few PCs.  Several engineers worked together to solve the puzzles.  They 

ended up solving every one of them.  The Atari game uses the same exact puzzles (plus a few extra 

levels that were built at Eric’s work using the original PC game’s level editor). 
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The game plays exactly like the PC original, but with slightly worse graphics.  One of the screens on the 

original was impossible to solve (as Eric and his colleagues figured out), so it was modified at Eric’s work 

and also in this game.  This is the last game that the A/W/A Team ever wrote! 
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SPACE ASSAILANTS (1986) 

http://www.atarimania.com/game-atari-400-800-xl-xe-space-assailants_31442.html 

 

 

  

Game Play 

http://www.atarimania.com/game-atari-400-800-xl-xe-space-assailants_31442.html
http://www.atarimania.com/game-atari-400-800-xl-xe-space-assailants_31442.html
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Space Assailants is an obvious Space Invaders clone, with some slightly different twists.  Instead of 

avoiding shots fired by the invaders, the player must dodge a starfield that constantly scrolls vertically 

from top-to-bottom and repeats.  The game starts with only one row of invaders.  After you clear the 

first set, the next set requires the player to shoot down two rows of invaders.  On the next set, a third 

row of invaders arrives.    The pattern continues until there are six rows of 6 invaders once you reach the 

6th level, but the characters in rows 4-6 are a repeat of the same characters used in rows 1-3. 

The invaders move across the playfield until they hit one end of the screen, then they drop down a level, 

reverse direction, and head the other way.  The invaders are arranged in a hovering position above their 

spaceship.   Once the spaceship lands at the bottom of the screen, or the player loses all three lives, the 

game is over.  The status banner at the top of the screen indicates the number of lives, the score, and 

the level.   Once the game is over, an end-of-game screen shows you this information and lets you start 

anew. 

The following description of the gameplay was written by the A/W/A Team to be submitted to a 

computer magazine along with the game. 

In the game Space Assailants, you are earth’s lone defender in a battle which 

takes place in the midst of a treacherous meteor shower.  You must protect the 

earth from an invading fleet of evil aliens, while avoiding the hurtling meteors.  

Your main concern is keeping the mothership, which leads the enemy armada, 

from landing.  Although your weaponry cannot breach the powerful shields of 

the mothership, you can prevent its landing by destroying the accompanying 

fleet of alien vessels.  The fleet drops each time it reaches a side of the playfield 

in its back and forth motion.  After the fleet has dropped ten times, the 

mothership is considered to have landed, and your game is over.  If you are able 

to destroy the fleet before the mothership lands, you will move on to the next 

round. 

Rounds one through six consist of an alien fleet which increases in size from six 

to thirty-six at the rate of six per round.  Rounds seven through twelve are 

exactly like one through six, but the aliens’ speed is doubled.  During rounds 

thirteen through eighteen, the aliens move slowly again, but the meteors travel 

at double speed.  In rounds nineteen through twenty-four, both the aliens and 

meteors move doubly fast.  Sets after this remain at the same level of difficulty 

as sets nineteen through twenty-four. 

If you are hit by a meteor, you lose one of three lives and must start your current 

round over.  You score ten points for each alien vessel destroyed.  Your score is 

located at the top and middle of the screen.  To its left are lives remaining, and 

to its right is the round number. 

You may only fire one missile at a time, and you must wait until the missile 

either hits an alien or clears the screen to fire again.   As the rounds progress, 
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and there are more aliens to contend with, you will find that the best strategy 

consists of destroying the end columns of assailants, thus lengthening the 

amount of time between drops of the fleet.  Destroying the bottom row of aliens 

will not delay the mothership’s landing. 

Recollections 

Space Assailants was primarily written by John Weisgerber and really pushed the envelope with what 

could be done with Atari Basic.   The scrolling stars are actually in a different display list than the 

invaders, and the two screens are alternated very rapidly (every 1/60th of a second) so the eyes perceive 

them to be on the screen at the same time.   In the screenshots above, only either the invaders or the 

stars are visible, but the images are combined for the player’s experience.  There is a flickering effect 

(like the one criticized so heavily in the Atari 2600 Pac-Man), but the flickering effect wasn’t too 

dramatic on old raster-scan televisions. 

The banners on the left and right edge of the screen are Player/Missile graphics.   The ship and its shot 

are also Player/Missile graphics.   The stars are low resolution graphics pixels.   The invaders are re-

defined characters in multi-color mode, and they animate with every move in two different poses.   The 

game makes use of the typical droning vibrato background sound effect used in may A/W/A games to 

take the place of a background melody.    

Eric originally wrote an assembly routine to be run during the vertical blank interrupt that would 

smoothly move the ship left and write based on joystick controls.  It worked perfectly except for one 

problem: John’s technique of allowing for interleaving the two graphics modes disabled the vertical 

blank interrupt, so you couldn’t do both!  The game as it stands uses BASIC to move the space ship and 

so it is not as smooth as it would have been in assembly language. 

The technique used in this game to interleave two graphics display modes was definitely not used in any 

other BASIC game or any other game that the A/W/A Team is aware of! 

More information about the technical aspects of this game can be read in the original accompanying 

article sent to computer magazines, A/W/A Game Write-Ups section of this document. 
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YAHTZEE (1987) 

http://www.atarimania.com/game-atari-400-800-xl-xe-yahtzee_31440.html 

 

  

Game Play 

Yahtzee is played like the standard dice game and has the same simple rules.  The game can be played 

by 1 or 2 players.  Once the five dice are rolled, the player has the option to re-roll any of the dice to 

improve his lot.  The player then selects which category toward which to apply the dice combinations.   

There are several categories that must be filled.  Of course, rolling all dice with the same number 

provides a Yahtzee.  The player attempts to get the highest score possible for the Upper Total of rolls, 

which consists of getting 1-of-a-kind rolls of the 6 different dice face possibilities.   The Lower Total 

consists of combinations that are similar to a poker hand.   At the end of the game the Upper Total and 

Lower Total are added together to provide the final score. 

Recollections 

This is a very simple game, which is only text based.  The dice and pointers to the dice and options are 

Player/Missile graphics, but everything else is rendered in BASIC Graphics 0 mode, which is 40 

http://www.atarimania.com/game-atari-400-800-xl-xe-yahtzee_31440.html
http://www.atarimania.com/game-atari-400-800-xl-xe-yahtzee_31440.html
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characters x 24 rows of text.  A simple graphic representation of “Professor Yahtzee” is provided using 

standard Atari character graphics. 

Eric wrote this game by himself in his senior year of college (1987).  The dice are made up of a 

Player/Missile graphic, and actually uses a character string to hold the graphics.  Character Strings in 

ATARI BASIC had several functions for moving parts of strings around, and these functions were done in 

very fast Assembly language.  Eric took advantage of these string manipulation functions to quickly 

change the characters in the dice. 

This was the second to last game ever written, just before Sokoban. 
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A/W/A PUBLISHED GAMES 
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KOOKY’S QUEST 

ANTIC VOL. 3, NO. 10 / FEBRUARY 1985
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OVERFLOW 

ANTIC VOL. 4, NO. 3 / JULY 1985
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ROBOT DUNGEON 

ANTIC VOL. 4, NO. 7 / NOVEMBER 1985 (Disk Subscription Only)
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A/W/A BASIC CODE LISTINGS 
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ANSCHUETZ HIGH SCORE / GAME LISTER 
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183 
 

  



184 
 

EMU TRACK MEET DATABASE – RESULTS 

   



185 
 

  



186 
 

EMU TRACK MEET DATABASE – START NEW MEET 
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